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PROGRAJiIMER'S NOTES 

These programs have all "been written with the idea that the 
user should he able to change and customize them, but should 
not be required to do so. Therefore, they all run well as 
written, but all come with complete documentation so that 
you can easily change them. You will get a listing with each 
program and wherever unusual constructs have been used, you 
will get an explanation of how they work. When you tire of 
the original program, you can add a target, change the scor¬ 
ing, change the display, speed it up, make it harder or easier, 
or even use it as a subroutine in a new program of your own. 

All of the program in this catalog, except CHESS and AUTO 
LOADER are in BASIC. Over 3 ® of them run in 4 k. 

All of the programs are original. You won’t find them in 
books of games or old issues of BYTE. A few of them replay 
old themes from machine code days, but those have been 
rewritten from scratch to run well in BASIC and on OSI 
computers. 












PUT A LITTLE LIFE IN ’YOUR SYSTHlI 


There are a lot of LIFE games around^ but most of them require at least 
8K of RAM and most of them scroll the screen to show the next generation. 

This one will run in 4K and POKE'S the new generation up so that you can see 
the dhange. 

lif0blMA(7ef5):FORX=lTO8:READM(X):NEXT:C=535(it; C=Starting point of display 

110IiATA63,64,65,1,-1,-63,-64,-65 

REMFORCl & SUPERBOARD DATA31,32,33,1^-1,-31,"-32,-33 

310INPUTA$;IFA$<>"D"THEN310 INPUT ^^'s 

4£)0FORX=1TO704: IFPEEK( X+C )=42THENGOSUB2000 Find the *' s 

410NEXT:FOia=lTO7j54:IFA(X)=3THENPOKEC+X,42 POKE up new *'s s 

420IFA( X) < 20RA( X) > 3THENP0KE( X+C ), 32 Blank the dead spots 

430A(X)=0;NEXT:GOTO4^^ Reset the array. Start next scan. 

20O0FORy=lTO4: IFX<639THENA(X+M( Y) )=A{ X+MCY) )+l Add neighbor count to sqares-i6 

2010NEXT:FORY=5TO8:IFX>65THENA(X+M(Y))= it doesn’t take you out of array, 

A(X+M(Y))+l 

2#30NEXr:RETURN 

To use this program, input any pattern of *'s. To have a blank line, input any 
character as the program will ignore anything hut a *, The array covers only the 
top half of the screen on a C2 and must be centered there with inputs. It covers 
the entire visible screen on a Cl so the pattem. can be placed anyiidiere on those 
systems. Enter "D" when you are ready to start. 


A LITTLE MORE LIFE? 


If you have 8K and want to fill the entire screen on a C2, you can do so and 
add a few frill in the process. 

You will need lines 110,42j?,430,20i?^,20l0, and 2050 from the 4K program. Add- 


10i;fDIMA( 1408): F0RX=1T03 ;EEALM( X) :NEXT; C=53504 
:X=1 

3j30INPUTA$(X): IFA$(X>O«IT»THERX=X-+l;:G0T03;ae) 
310FORY=lTOl5:?:NEXT:F0RY=1T0X-1:?A$(Y) :NEXT 
320FORY=lTO15-(X/2):?:NEXT 
340FORX^1TO192:P0KEX+C+14D7,161:P0KEC-X,161 
‘NEXT 

350FORX=65TO1407:IFPEEKC C+X )=42THENL=X:G0T0 
370 

- 360NEXT:IFL<1THENL=1 

370FORX=1442TO1STEP-1:IFPEEK(C+X)=42THENU=X: 
GOTO390 

380NEXT;IFT>1407THENU=1A07 

390X= INT( G/Ua); POKE55005, X+43: POKE55iS06, G- 

(10^^X)+48:G=G+1 

400FORX=LTOU: IFPEEK( C+X )==42THENGOSUB2000 
410NEXT:FORX=LTOU:IFA( X)= 3THENP0KEX+C,42 
2020IFX>U-65THENU=X+65:IFU>1408THENU=1408 
2030IFX< L+65THENE?X-65 tIFL <1TKENL=1 
In line 2000, Change 639 to 1343 


Set bigger array and set X as counter 

D1MA$ if you wafit' to ^enter more' than 

10 ..lines of pattem 

Print pattem on screen 

Center the pattem 

Draw the border 

if 

Lines 350-380 find the edge of the 
array. Searching just that area 
speeds up the program. 


POKE up Generation count 
(change line 430 - G 0 T 039 ;sf) 

Update size of display 


This program could be changed to fit the 600 boand (Cl and Superboard) by changing 
the value 1408 to 1000 everywhere it appears,chailglng 639 in line 2000 to 935, 
and POKElng G into 54157 and 54153. However, the 4K version runs well on the 
Cl so that I doubt that it would be worth the effort to type In the longer version. 


COPYRIGHT 1980, AARDVARK TECHNICAL SERVICES 



NEW 


AARDVARK ADVENTURES*^* 


adventures ar^ interactive fantasies, It*s like reading an exciting book, 
except that you're one of the characters. You explore a new world as you try to 
think or fight your way out of a jam, You give the computer plain English commands 
such as "look in the coffin" and "light the torch" and it carries out your bidding. 
Each ADVENTURE normally takes from 15 to 30 hours to playt spread out over 
several days, and, by the way, if the FDA ever catches us, we are going to have 
to add a warning label, These are definitely addictive JH 

*** EEGAra FROM MARS (by Rodger Olsen) 

This ADVENTURE takes place on the Red Planet- You'll have to explore a 
Dfertian city and deal with possibly hostile aliens to survive this one- 

*** TREK ADVENTURE (by Bob Re telle) 

This one take place aboard a familiar starship, crew has left for 

good reason - but they forgot to take you, and now you are in deep trouble. 

*** PYRAMID (by Rodger Olsen) 

This is one of our most challenging ADVENTURES. It is a treasure hunt 
in a pyramid full of problems, Exciting - if you survive * 

*** HUGI^AR SUB (by Bob Re telle) 

Another real challenge- This was thought up by three of the most 
sadistic - I mean, innovative - minds in ADVENTURE programming, It is moire dan¬ 
gerous than swimming in a pool full of sharks- In fact, . 

*** DEATH SHIP (hy Rodger Olsen) 

Our first and original ADVENTURE, this one takes place aboard a cruise 
ship - but it ain't the Love Boat, 

*** VAJCPIHE CASTLE (by Mike Bassman) 

This is a contest between you and old Drac - and it's getting a little 
dark outside, 

AARDVARK ^VENTURES all run in 8K (they said it couldn't be done - so obviously, 
we did ityi 

ADVENTUR ES on tape Sl4-95 each 

on disk $15-95 each . 


STARFIGHTER _ $6,9^ COLOR & SOUND $7-95 

This real-time space war game is one of our best- You will pilot a cruiser 
on a mission where you will face up to ten alien vessels. You will be armed with 
a variety of weapons with realistic characteristics, STARFIGHTER features a full 
visual display of the alien vessels and working instrumentation* Your speed, 
range, weapons status and damage status are displayed continuously- It also has 
ten levels of difficulty built in. Due to the complexity of the display, this one 
comes in several versions- PLEASE SPECIFY SYSTEM! I 


TI« TREK _ $9.95 

The classic game of STAR TREK taken to Its ultimate in 8K. Mo more scrolling 
displays or forgetting where the Klingons are. TIME TREK presents you with FtTLl, 

TIffi GRAPHICS display of a starship control panel. Sensors, scans, status and 
damage levels are displayed simultaneously (except for the Cl Galactic Map and 
Battle Computer which just wouldn't fit). Ship and torpedo movement is antimated, 
so you see your torpedos hit, TIIE TREK is in REAL TIME I On -screen Stardata 
clocks runs continuously, so your tactical decisions must be made quickly. The 
Klingons dont wait for you to make a move - they keep shooting back! If you like 
STAR TKSK, you'll love TIME TREK! 
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BACKGAMMON (8K) _ $ 9.95 

This has an excellent graphics display and plays good backgaMQon Just as it 
comes. However, as no two people agree on how bacfcgajnmon should l)e played, we 
included exceptionally detailed documentation so that you can try out strategies 
of your own, 

SUPER DOODLEH (8K) $ 5>95 

This one lets you draw pictures and then save them on tape* The pictures can 
even be saved as DATA statements and then used in other programs* It has a choice 
of transparentt erasing, or drawing cursor, draws with any symbol and displays 
the memorv location of each screen location you use, 

AWAfil _ $ 5.95 

If you play Chess and Checkers and do not play AWARI, then you have missed 
one of life's little pleasures. The rules are simple and you can be playing your 
first game against the computer in minutes. The strategy is more complex than 
the rules and you are in for many hours of fun learning to play it well. By the 
way, vdien you leaz*n to beat the computer at the first game, there is a second 
version included and several levels of difficulty. 

KILLERBOT _ $ Color & Sound $6.9*? 

It is real time action as you run, sneak and dodge your way through a bloody 
field rilled with charged death traps and radar equipped killer robots. There is 
no turning back. Once you start, you either get across or you die. you can use 
Joysticks or the keyboard and play at 20 levels of difficulty. 

LUNAR LANIER _ ^ 4,95 Color & Sound $5.95 

I know that you probably have a lunar lander that you copied out of a 
magazine as one of your first programs, but does yours work in real-time and have 
a full graphics display? This one doesi If you really watnt a Lunar Lander, this 
is the one. 

BATTUE FT.RRT _ $ 5.95 

This is our toughest mind twister. It is Battleship all grown up for adults 
and with the luck removed. It is strictly a one man battle against the computer. 
You fire volleys of six shots at a time and sonar can tell you how many hit - too 
bad it can't tell you vdiich ones hit. It is a toiigh topographical puzzle that 
changes with every volley. 

STARTREK _ $ 5.95 

There are a lot of them around. Most in the public domain and available 
from magazines. This one is standard and traditional.. The only -Hiings that make 
it exceptional are its lack of bugs and the lack of typing needed. We already 
put it on tape for you. It should provide hours of Klingon-kllling fun. 

SLASHBALL _ $ 5.9^ 

I usually describe this one as the thinking man's arcade game. It has all 
the fast real-time action of a good arcade game, and it also requires fast 
clear thinking. Basically, you steer a fast moving ball through a growing maze 
by placing barriers in front of it. The barriers you add are permanent and make 
each round tougher than the last one, 

TANK FOR TWO _ $ 5-96 Color & Sound $6.9^ 

One darned good tank game played on a complex of fixed and random barriers. 
The excellent weaponry (three launch racks per tank, steerable missies) allows you 
to hit almost any spot on the board from any other spot - if you are good. Will 
use keyboard or Joystick controls. 

ROBOTAHK _ ^5.95 Color & Sound $6.9^ 

This one pits your fleet of tanks against a fleet of radar equipped and 
computer driven tanks. Just for variety, we Include a two man version that 
allows you to play a human opponent and set it up to use keyboard or Joystick 
controls. It includes some of the neatest graphics that I have ever seen in a 
tank game. 


OTHELLO _ ^.95 

An excellent version of the ancient game with full graphics and three 
selectable levels of play. 
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****** fjEw from aardvark ****** 

***HARDWARE AND COMPUTER SUPPLIES*** 


SUPPORT ROMS FOR BASIC IH ROM MACHINEStt11 


CIS 


.^ 39.95 


or SUPERBOARD only. This ROM add full screen edit functions 
(insert, delete, change characters in a basic line), software selectable 
scroll windows, two instant screen clears {scroll window only or full screen) 
software choice of OSI or standard keyboard format, bell support, 600 baS 
support, and a few other features. It plugs in in place of the 
ubi Kum, mtet this ROM also supports video conversions for 24 *^2 48 

or 64 characters per line. * y t 


G1E/C2E 


^^9>9 3 


For Cl/{'SUPERBOA^ or C2/4/8 BASIC IN ROM machines. This ROM adds full 
®°^’tware selectable scroll windows, keyboard correction 

1 fix f^r the^stSi^ h ^?.°°'^^ains both an extended machine code monitor and 
1 BASICII It has breakpoint utilities 

™ and save, block memory move and hex dump utilities, a must’ 

for the machine code programmer. SPECIFY SYSTEM!!! ^ ^ musT 


STRING BUG FIX ROM 


$19.96 


Chip #3). All this chip does is to replace the third 
BASIC ROM and correct the errors that were put into the ROM mask. 


PRINTED CIRCUIT BOARDS 

8 K_RAM and PIA FOR C1. (bare board) $29.95 

A^VARK’S new memo^ board supports 8 K of 21l4's and has provisions for 

ports! The board comes with complete instructions 
for assembly. Plugs into the expansion connector on the 600 board. 

^AL SOUND FOR THE Cl (bare board) $ 1 ^ 5.95 

sound chip to give real arcade type sound. The 

JnSSdfriaJpS $20.80 worth of parta. 


COMPUTER SUPPLIES 


2114 MEMORY CHIPS ^.50 

450 ns. Brands may vary. 


COMPUTER CASSETTE TAPES CIO (j min per side) 

High quality data tapes. Same as we use for 
Hard cases .* .15 each. 

DISKS _ 5i" $3.2 5 _ 8" $3.50 

Single sided, soft sectored• Brand may vary. 


■ ^5 _ C20 (10 min ps) 

our programs. 
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*** SORRY, No Discounts on the hardware (chips, disks, cassettes, 
ROMs, and PC boards on this page. *** 



ORBITAL war * _ $8.95 ^ 

Pilot the Enterprise!I Defend the Earth from swarms of deadly and varied 
monsters. A high speed graphics game. 

HANGMAN _ $ 6.95 

Finally sonseone did it 11 A real playable Hangman game. It has excellent 
graphics, loads the computers words in code so that they can't be read while the 
program is loading, and has options to let you add your own words, play against 
each other or play against the computer. 

BIORHYTHM _ t 4.94 

Accurately lists out the three basic biorhythms for any tiinespan. Auto¬ 
matically calculates leap years. 


TELEPHONE DIALER FOR THE CIP ^9.9*^ 

Data sheet containing plans for an interface for the telephone ($10 in parts) 
and the software to dial numbers automatically. 


MAILING LIST ON TAPE _ $8.95 

This maintains a tape file of addresses and names and prints mailina labels 
from them. 


TEENAGE DRIVER 


»*-»*SCHNIEDERSTUFF BY SCHNIEnER**** 

$>■95 


It IS a tasteless little dittie, but the kids love it. You get to drive a 
lumtering ta^ around the parking lot looking for all those pedestrians you always 
wanted to get even with. Hit one and a cross springs up. Look out for trees, 
you are not allowed to hit them. 


BATTLEGROUND 


i ^-95 


game, you drive a tank trying to blow up two enemy bunkers. The 

problem is to get by all the trees, mines, houses, barriers and walls without 
losing your entire force. xi-iiuut, 


BLACKJACK ( 8 K> 


-$ 8-95 


^ere are a lot of Blackjack games around and yo*u can get one almost for 
free if you are willing to type one out of an old magazine. We, therefore, did 
not offer one until we found one worth spending money for. This one shuffles 
52 cards so that you cannot get five Jacks in a row. It plays all of the current 
and real Vegas rules includi^ insurance, double down and splitHrw a pair a^is 
accurate enough to test betting systems. The display is also of professional 

I4.0.X X xy 4 

SGHHIEDERPAK - All three of Schnieder's games listed above. $^ 4,95 

Schnieder also wrote the POKER MAKER which appears on the Utilities page. 

That gives us an excuse fori 


SUPER- SCHNIEDER PAK - All three games and POKER MAKER 


$18.95 


** ON "REAL TIME" ** 

Many Aardvark games. Including all of the arcade style games run in "Real 
Time". That term has been often misused, mangled and downright lied about in 
the softwaire business - so we better explain what we mean by it. 

In Aardvark games, "Real Time" means that you move whenever you want to. 
There are no turns unless they are an Integral part of the game, (i.e., "Real 
Time" Chess would te silly). The clock clicks continuously, and if you are 
playing the computer, it continues to play if you stop to think. It also means 
that your tank doesn't stop just because your opponent took a shot at you and if 
your plane drops a bomb, the entire display does not stop tp see ydiat happened. 
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AT,TEW INVADERS _ $6.95 COLOR & SOUND $7-95 

' Rows of Menacing Benching Monsters March on Earth 11 Kill enough with your 
laser turret and we axe savedi Failj and we are snack foodi Production was de¬ 
layed somewhat as the testers wouldn’t quit playing long enough for us to make 
copies. 


ALIEM II (WITH MACHINE CODE MOVES) Tape $10.95 Disk $12.95 

The ALIENS are hackll Meaner and nastier than ever, faster than you 
beleived possible. This is our best ALIEN yet. The disk version is so fast 
that we had to add selectable speeds to make it playable. 


CANNONEERS _ $5-95 

This one gives real time "sit on the edge of your seat" action as you and 
your opponent exchange artillery salvos across a rugged andalways different 
terrain. Moving shells, explosions, and constantly changing mountains 
highlight the display. 


ROCKET JOCKEY _ $ 8.95 

This is a two man space race from orbit to planetary surface to orbital 
station. It has real tirm fast moving action andt incidentlyj has a one player 
option so that you can practice up. 

SEAWQLEE _ $ 6.95 Color & Sound $7.95 

This one looks like it just stepped out of the Arcades. It features mul¬ 

tiple torpedoes, floating mines and exploding ships. It even has separate levels 
of play for beginners and experts, 

BOMBER _ $ 6,95 Color & Sound $7.95 

Dogfight with oncoming aircraft and bomb moving targets that come in ever- 

changing patterns below. Time and score are continuously displayed and no two 
games ever play quite the same. Includes both regular and master’s levels of play. 

FIGHTER PILOT _ $ ^.95 

This started life as a fairly single get-him-in-the-crosshairs-and-blast- 
him arcade game. All it had going for it was high speed and a realistic feel. 

Then we got carried away and added a choice of Joystick or keyboard controls, 
real-ttme score and time displays, ten levels of difficulty and an option for 
automti c fii^ control, 

TEN TAM BLITZ _ $ 9-95 Color & Sound $10,95 

In this top of the line game, each player maneuvers up to five Juggernauts 
at a time throu^ a forest of ironwood trees. Each tank is armed with three 
launch racks that fire steerable missies. The tanks have tough armor and can 
handle from one to five hits before teing disabled - but each hit is more danger¬ 
ous than the last one. It can he played as a simple tank shoot-em-up game, or 
can be played at levels of strategy that approach Risk and Blitzkrieg in complex- 
ity, I^ie whole thing runs in real time and fits in 4 k with l4 spacious bytes left 
over. Color version takes 5K* 

BI^AKTHRU _ $ 5.95 Color k Sound $6,95 

This has the best of Pong and Pinball, It has a standard (but very well done) 
&^akthru game and an option for Pinball-like bumpers that add a new dimension to 
the action. You cah use keyboard or Joystick controls. 

X-WING FIGHER _ $ 5.95 

This one gives you a chance to blow Darth ,Yader out of the sky and watch the 
pieces go flying off. 


THI^E-D TIC-TAC-TOE _ $6 ,9.5 

It’s you against the computer in this three dementional game of the old 

favorlbe tic=tac-’tpe. 
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' *♦* A RIOT OF RETELLE - BY BOB RETELLS *•» 

GRAND, PRIX _ $ 5.95 

You have to drive your car dovm a twisting, ever-changing road, watching 
curves, fuel and other drivers in the road. It's a long way to victory. 

U-BOAT _ $ ->.95 

This one maJtes you wish you had at least one extra set of eyes. You have to 
pilot your U-BOAT around mines, dodge depth charges and still torpedo the guy 
overhead. 

AIR-SEA BATTLE _ ^ <^. 9 ^ 

You coHmrand a destroyer heset by enemy submarines and aircraft. Use your 
depth charges and anti-aircraft guns to battle your way out of it. 

TIME TREK - Described on page 3. 

M.T E LI^- P AK - Ml four games I GRAND PRIX, U-BOAT, AIR-SEA BATTLE and TIME TREK - 
$ 21.95 


OLE’ STUFF BY OLIN BOYER 

Available for Cl Cassette and C4-MF 5i" Disk ONLY! 


MACHINE CODE LIFE _ $ 9,95 

This provides four generations a second, an easy set up procedure and a lot 
of extras. It will stop on any generation, pause for a look or print out any one 
or more generations on the printer. 

FLASHBOARD _ $8.95 

This program accepts messages up to 255 characters long and then flashes 
them across Idle screen from right to left in characters about 5" high. It has 
a gripping display that is hard to ignore in messages, advertising or display. 

Now available for the C2/4. PLEASE SPECIFY SYSTEM- 

TICK TOCK _ $5.95 

It^may not be as accurate as a Swiss watch, but it is a heck of a lot more 
fun. Displays the time in 5" high letters with a continuous update of seconds. 

KALEIDOSCOPE and MAGIC SQUARE $6.95 

These are not games. They don't ask you to do anything tut sit back and 
watch two very impressive displays. Ole' is almost as good an artist as he is 
a programmer. 

OLE'PAK - All four gamesi LIFE, FLASHBOARD, TICK TOCK and KALEIDOSCOPE/BIAGIC 
SQUARE $21.95. ^ 


DISK OLE’ PAK $23.95 on 5i” disk only! 
All of Ole's stuff in color and sound 


All of our tapes are computer originals to insure reliable reads. 
However, the process of loading the program into the machine each time 
we run a batch occassionaliy causes a tape misread. We usually catch 
the problems with in-house testing, but sometimes one gets through. If you 
ever get a bad tape from us or a program that doesn’t run. please let us 
know. It could save others from getting the same problems. We would 
appreciate it if any bad tapes were returned as soon as possible so that we 
can run them on our systems and find out exactly what went wrong. 

(Remember, the program is taped TWICE, once on each side of the 
cassette. Try both sides before panicking!) 
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** MEW STUFF ** 


* MAXIPROS * _ (POLLED KEYBOARD ONLY) or R» $39.95 

MINIPROS has grown up and now has all the features of a major word processor. 
It has imbedded commands for single, double and triple space, automatic paging, 
imbedded coira^dsfor margin changes, text centering, global and line editing,’ 
margin justification, column commands, and of course, all the features of MINI- 
PROS. It now has the ability to chain an entire disk of files together for 
printi^ (we print the entire '20 page JOURNAL with one print commandl). It is 
still in basic and still at a low cost. 

* MINOS * _ $12,95 

This game is truly AMAZING 1 ■ You see a maze from the top, then the screen 
blanks. When it clears, you are there I From then on, you see the maze from 
ground level as you try to find your way out. It has the most incredible graphics 
ever done on an OSI. 

* KNAPSACK * _ $ 1 j. 95 

If you have read Scientific American and similar publications for the last 
few years, you have probably heard about the new unbreakable codes. This is 
one of them! This program generates messages that can only be read by someone 
knowing the code that you generated it with. Even mainfranK computers can't 
break it. Very valuable for confidential files, electronic mail and keeping 
secrets fromyour wife, it is offered only for the CIP, but we will quote custom¬ 
ized commercial applications programs for larger systems. 

MORE INVADERS IN MACHINE,CODE - CIP ONLY 

* ALIEN III * _ $12.95 

All machine code invaders - one player - requires 8 K. 

* ALIEN IV * _ $15,95 

All machine code invaders - 4 k. One - four players at a time. Exactly 
like the arcades. Our best invaders, 

* LIFE FOR II * _ $9.95 

A great two-man version of the old computer standby. Play an opponent or 
the machine. 

NEW UTILITIES AND DATA SHEETS 

* EDITOR FOR THE C4F $15.95 

All machine code and BEAUTIFUL I Fast, edits anyTfldiei*e on the screen 
Instantly, and always available. Just hit (ESC) to edit. 

* SUPERBUG * _ $14.95 

A new extended monitor for the OSI-CIP** This one takes up a minimum of 
IK of RAM to provide Byte search, clear screen, block move, machine code save 
and load and breakpoint insertion. A IK extension (included) will add a dis¬ 
assembler. This monitor is equipped with a patch facility for adding your own 
routims, and we include source code so that you can make the changes. Will run 
in a 4K system. 

* CLOCK BOARD FOR THE C4p $4.00 

Get your cassette interface working right at 300, 600 or 1200 baud. Takes 
three chips. Wire wrap or use included PC board layout, 

» MACHINE CODE RENUMBERER FOR TAPED BASED MACHINES _ $ 9.95 

Super fast renumberer will renumber all or any part of a program just as 
fast as you can type in the command, 

* 8T28's * _ $2.99 each 

We carry them - cause we couldn't get them anywhere else. 


####### disks ******^ 

#*#♦# ^irr 4 g» ##### 

###DISK UTILITlES* 


MIMI-PROS {AARDVARK'S MINI- WORD PROCESSOR) Tape - $15.95 Disk - $26,95 

Available for the C2/4/8 on disk, all systems on cassette. This word 
processor is written in BASIC and is not recommended for use in large scale 
processing. The two versions are, hoift^ver, sin^jle to use - they were designed 
to be used without continual references to a manual. Commands include List, 
Print Text, Block Delete, Right and Left margin justification, Insert line, 
Delete line. Center Text, Edit line and Save or Get text. The disk version 
has enhanced keyboard routines and full edit capabilities. 

The tape version is somewhat more limited, as we were unable to replace 
the keyboard routines, but they will store text on tape and have most of 
the features of the disk versions, 8 K is required to store about 100 lines 
of text at a time. POLLED KEYBOARD OfCLYl III 


SUPER COPY 51” Disk Cl or C2/4 _ $ 15,95 

What else can you call a single disk copy program that copies from 4 to 10 
tracks at a time {depending on the size of your memory), makes multiple copies 
at the same time, and copies track zero? You just gotta call it SUPER COPY! 

ASCII FILE EDITOR 65D version $39>95 _ 65U version $49^95 S^Disk 

This hand editor allows you to create and edit both data files and 
program material. Contains both line specific and global edit commands, 

32K is the minimum for the 65D version, 40K for the 65 U. Runs on polled 
or serial systems. 

DISK CATALOG ( 65 D only) 5i and 8 " Disk - $l4.95 

This prograiG reads all your disks (once) and makes up a master file of 
all your programs and what disks they are on. It produces alphabetical lists 
of the programs and their locations* It, of course, contains options for 
adding or deleting disks, updating disk entries or changing individual entries. 

XIACHINE CODE RUNUMBERER _ $15*95 C3/4-MF ONLY!! 

Super fast renumberer will renumber all or any part of a program just as 
fast as you can type in the commands 


AATOVAM HEKEC* 1 - Disk $11,95 1 - 8 *^ Disk $12,95 

A people-engineered lEXEC*, runs a numbered directory on power up, allows 
selection of any program with single number input* Has CREATE, DELETE and 

on the same track as the BEXEC* (all BASIC utilities availabe with only 

reserved.) Other tracks have RENUMBERER. SEARCH and DISK-VIEW titilities 

SEECIFY Cl or C2/4/8, and disk size. 


LSTISR WRITER 1 - 5i" Disk jlZ.gS 1-8" Disk 

This is not - repeat, not - a word processor. It is the siiinjle prograffl we 
use for our oorrespondence, It prints your letterhead at the top, your name at 
^e bottom, centers the text and allows you to replace, insert, or delete lines. 
It IS not designed for heavy use, but it is very handy if you put out a few 
letters a week. (Can be added to the SUPER DISK for $8.95) 

ALSO SEE OUR SUPERDISK AND MODEM (DUMB TERMINAL) UTILITIES ON DISKl 
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**** GAMES DISKS 


{DISK GAMES require 5^0 Board and Polled Keyboard) 


GAMES DISK #1 (Color and Sound) 5i" - $21-95 8” - 

Includes STARFIGHTER, SEAWOLFE, ROBOTANK, TEN TANK BLITZ, and BOMBER. Five 
of our best battle games. 

GAMES DISK #2 (Color and Sound) - fel.9q 8” - $24.95 

Includes ALIEN INVADERS, BREAKTHRU, SLA3HBALL, KILLE8B0T, and LUNAR LANDER, 
Five games that require quick thinking and/or reflexes. 

GAMES DISK #3 (B/W» silent) 5i" - ^21,95 8" - $24.95 

Includes BACKGAMMON* CONCENTRATION, BATTLEFLEET* MASTERMIND II. AWARI, and 
BLACKJACK, A broad spectrum of gai»s to keep kids (big and littlej entertained 
for hours, 

GAMES DISK #4 (the RETELLE DISK, B/W, silent) Si*' - $21.95 8" - 424.95 . 

All of Bob Hetelle's games on one disk, TIME TREK, U-BOAT, All-SIA 
BATTLE, and GRAND PRIK. 


*** ALL AARDYARK PROGRAMS ARE AVAILABLE ON DISK 

Yep, there is a catch- Disks cost more to make and take more labor. 
Particularly if it is to be a custom disk. If a program is not listed as "on disk" 
there will be a surcharge of $2,00 for the disk and a $-50 labor charge for each 
program you want on it- 

The charge does not apply, of course, to those programs described in the 
catalog as being on disk! 

Prograiis described as being for BASIC in ROM systems can not be transfered 
to disk. 


"HAM" CASSETTES 


RTTY FOR THE ClP _ $14-95 

This program allows you to transmit and receive in Baudot or l&irray code at 
selectable baud rates from 40-120. The screen driver can also be used to drive 
your RTTY machine as a regular printer- ^NOTE* This program requires some 
interfacing and is definately for the advanced hobbyist. 


MORSE CODE CONVERTER _ $14.95 

This program decodes MORSE. It requires a hook-up of your system to a 
receiver. We will Inolude a diagram of the necessary hardware. It should cost 
leas than $10-00 to build, but it is definately for the experienced HAM or 
hobbyist* 



**** SPECIAL DEALS 
SUPER UTILITY PAK _ $12.95 

Three utilities in one package, LINE RENUKBERER, VARIABLE TABLE MAKER and 
SEARCH. All co-resident. Programs to help you write programs. On cassette, 

Disk users will find these programs on the AARDVARK EEXEG* or the SUEERDI3K. 

JOYSTICK PACKAGE _ $19.95 

This contains KILLERBOT, TANK J, BARRIERBALL, FIGHTER PILOT, and plans for 
the Joystick conversion. (Will not run using 031 joysticks). Reg. $26.80 

BATTLEPAK $17.95 Add $2,00 for 3 c/s, 1 b/w on cassette or $4.00 

for c/s disk. 

For the battlebuff, this package contains STARFIGHTER, BATTLEFLEET, SEAWOLPE, 
and BOMBER. Reg. coat, $24.80. 

SUPERBATTLEPAK $39.95 Add $3.00 for 6 c/s, 2 b/w on cassette or 

$5.00 for the same on disk. 

For the battlebuff who just can't get enough! Has STARFIGHTER, ALIEN 
INVADER, BATTLEFLEET, SEAWOLFE , BOM^R, TEH TANK BLITZ, ROBOTAHK, and BATTLE¬ 
FIELD. Reg. cost, $58.75. 

other Special Deals see the OLE’ PAK, the 3CHNIEDERPAK, the SUPER- 
SCHNEIDERPAK, and the RETTELLE PAK. 

NEWS. No discounts on Special deals, most of these packages have 
already been discounted between 20 and 37^* Please do not include them in 
your totals vrtien figuring discounts. 


iMDEx ***** 


PROGRAMS Sc SUPPLIES 


AARDVARK JOURNAL.l4 

ADVENTURES. 3 

BUSINESS PROGRAMS.6,^12 

CASSETTES, BLANK.5 

DATA SHEETS.l4, 15 

DISKS, BLANK.5 

DISK DATA SHEETS.15 

FIRST BOOK OF OSI. ., ..l4 

MEMORY CHIPS. 5 

MODEM DRIVERS..12 

OSI BASIC IN ROM.l4 

PRINTED CIRCUIT BOARDS.5 

SEMI-INTELLIGENT TERMINALS; .‘12 

SPECIAL DEALS.....11 

TEXT EDITORS.12 

UTILITIES (cassette).13 

UTILITIES (disk).9 

VIDEO GAMES (cassette)3-4, 6-8 
VIDEO GAJES (disk). ...10 


PROGRAMMING HINTS 


BASIC'S SECRET FUNCTIONS..2o 

BRANCH UTILITY LISTING.20 

DI3KVU UTILITY LISTING.19 

INPUT WITHOUT SCROLLS.1? 

HANDY LOCATIONS IN ROM BASIC..16 

KEY DETECTION.18 

MACHINE CODE TAPES.17 

POKES. 18 

PRINT AT ..18 

SEMI-FAST SCREEN CLEAR. .16 

THE OTHER "AND".20 

LIFE GAJE LISTING.2 
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*#***■»* text editors ****inn!- 


Cl CURSOR CONTROL _ $9-95 

The most valuable utility we carry for the ClPtl It provides a real back¬ 
space, one key screen clear, mid-line insertion, deletion, and editing, it 
does all this and still uses up less than 200 bytes of your free RAM. This 
would be a bargin at twice the price. For BASIC in ROM systems. 

Cl CURSOR COWTROL VER. #2 (CURSOR II) $11.95 

Virtually identical to the oringina CURSOR COHTROL, but uses up less than 
20 bytes of your free RAM. For BASIC in ROM systems. 

C2/4 CURSOR GOMTROL $9.95 

Everyone said it couldn't be done (including us), but we did iti A PET-like 
cursor control for the C2/4 using 388 bytes of free RAM. Enter or edit text 
from anywhere on the screen. For BASIC in ROM systems. 

SUPERDISK Cl or 02/4/6 _ 1 - Si" disk $24.95 1 - 8" disk $26.95> 

Contains a complete BASIC text editor that allows midline insertion, 
deletion, and correction of BASIC lines. Also has the AARDVARK HEXEC*, 
EENUBSBERER, SEARCH and VARIABLE TABLE MAKER (see utilities page for program 
descriptions). For POLLED KEYBOARD only!! 

**♦**»# MOPEHE *■»*##*» 

DISK DUMB TERMINALS (MODEM DRIVERS) 

c4mf {5i") $ 12.95 

C8DF (8") $ 15.95 


SEMI-IMTELLIGEWT TERMINALS FOR BASIC IN ROM 

These contain a dumb terminal vrtiioh will drive a modem to allow conversations 
with other computers, and also have the capability to up load or down load 
programs to and from a host computer (main frame). 

Cl or C2/4/8 $14.95 Specify system! 


**** BUSINESS PROGRAMS FOR Cl AND C2 SYSTEMS **** 

SMALL BUSINESS ANALYSIS _ $15.95 

Written by Dr. James Owens and written about in Small Business Computers 
Magazine (June. 1979)* Enter operating data for a year, quarter or month - or 
a series of them - and program displays all essential information for both your 
profit and loss statement and financial condition statement (tialance sheet). 

For example I gross margin, net profit on sales and as a percentage of invest¬ 
ment ("R.O.I"), owner equity, current inventory, current and "quick” ratios, 
ratio comparisin of fixed versus variable costs and much more. Even individuals 
not in "small business" can use it by merely substituting personal income 
(as doctors, engineers, executives or other professions) for "sales revenues" 
in the convenient data lines. The thirteen pages of documentation are a good 
short course in business analysis and are themselves worth the price of the 
package, 

SAVINGS AND LOAN PACKAGE _ $10.95 

This new deluxe package does it all. It will figure the interest, total 
payments, monthly payment, or time to pay off on a loan and will generate 
amortization tables. It will also give you the return on an investment or 
savings account for any number of years assuming either a single initial invest¬ 
ment or a initial investment and continued regular investments. It Is the most 
complete interest package that I have ever seen. 
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#«# UTILITIES *** 


mmmmmR _ $ 5>95 

This valuable little program makes you look like a pro. It lets you 
renumber a B^SIC program at your choice of starting line number and at whatever 
increments you specify. Of course, it also renumbers the GOTO, GOSUB, and THEN 

statements. 

YARIABIiE fABlM BIMER $ 4.95 

This program generates a table of the variable names used in a program and 
tells iM^ich lines they appear in. Very handy for long programs, 

seARCH _ $ 4.9S 

This utility searchs a program for a variable name, value or command (i.e., 
it can find G0SUB2000) and lists the lines it appears in. If you have ever had 
to search through 90 lines of code to find out where you put something* you are 
gonna love this one. 

AUTOLOADER _ $ 5,95 

One of the most frequent questions we get is "How do I store machine code 
programs?" This program is the Howl It generates a self-loading machine code 
tape of your program, PLEASE SPECIFY SYSTEM! 

PACKER _ $12,95 

This little gem is one of the most amazing utilities that we offer. The 
program packs your program into the smallest possible memory by removing all 
spaces (except those in remarks and print statements) and combines lines wherever 
possible. This is the cure for a lot of OM errors. With this program and a 
renumberer, all your programs will look professional^ and run as tight as possible, 

DISASaEBSHLER _ $ 6,95 

This is a 6K program that disassembles machine code. It is invaluable for 
looking at the ROMs in your system and examining USR routines. 

DISAESEMHtER -PLUS $12, 

This is an exceptional disassembler. It not only disassembles the code, it 
will also output assembler compatible code, coDu>lete with branch names. The idea 
is to allow you to disaasemble code, make a tape of it and feed it back to the 
assembler for changes and reassembly, *#note** This Disassembler is available 
only on tape thus far. 

TRACE _ $ 9.9^ ^ 

For all BASIC in ROM systems. A machine code routine that will give you a 
trace function. It displays the number of each BASIC line as it is executed. 

POKER IgAKER ROUTINE $ 5.96 

This routine turns your already written imchine code program into a DATA 
statement format suitable for merging with a BASIC program. It generates a tape 
at your choice of line numbers and even generates the statement that POKES the 
correct starting vectors into the USR routine call locations. Very handy if you 
write USR functions. 


SHORTHAND FOR THE C1P _ $9.9j 

This program allows single keystroke entry of all the basic commands. It 
is a machine code program that resides in normally empty space on page 2, No 
usable ram is taken up, and you can type normally at any time 11 Words are dis-^ 
played as they are entered. 


HIGH S PEED SAVE LOAD FOR THE Cl-P _ $12,9^ 


as Lch^as as it is. it cuts tape 

300 / 600/1200 cassette interface I’ a software selec^bl 

about a buck. Plans fof conversSoJ minute^^S 



first book op QSI $15*95 

^This book is not for beginnere. It is a 65 page description of ROK BASIC. 
It includes decoding of the ^ump tables, descriptions of variable storage, loca¬ 
tions of the major sub-routines, folow charts of the warm start, execution and 
decoding of BASIC routines, and much, much more. 


AARDVARK JOURNAL 6 ISSUES COKE YEAH? $9*OQ 

If you think our catalog is good - we*re going to go one better and put out 
the AARDVARK JOURNAL. It's going to be a how-to-do-it type journal for the 
computerist who wants to improve his programming techniques, add hardware modifid¬ 
eations, and improve his software library. We are going to print tutorials, hard¬ 
ware changes, and at least one program an issue. The April issue had six pages 
on how ’to use string variables, instructions on how to interface a $200 printer 
with the Cl* a beginners' corner, two game listings and a lot more. 


QSI BASIC IN ROM _ $8,95 

Ed Carlson's book on Ohio Scientific licrosoft BASIC, covers all the 
syntax of the BASIC language, programming hints, and much more. Its the 
text that you wish OSI had packed with your coi!5)utef in the first place. 


SHEETS 

GRAPHICS INSTRUCTIONS $4.00 

13 pages on how to add Klingon killing type graphics to your programe. De¬ 
tailed instructions on how to POKE ships, torpedoes, put scores onto your screen, 
move them around and detect when you hit something. 


HOW TO READ A LINE QF MICROSOFT $1*00 

Ever wonder what those funny numbers in the program storage area meant? This 
explains how MICROSOFT stores the program. It allows you to play with neat pro--' 
gramming ideas like a renumberer. 

600 BAUD CASSETTE/FRINTER CONVERSION FOR THE GIP 4 sheets $2.00 
Two methods of increasing the baud rate to 6OO-, 

RS 232 CONVERSION FOR THE GIF AND SUFERBOARD 5 sheets $3.00 

Detailed instructions and diagrams for adding the printer interface, 

JOYSTICK INSTRUCTIONS AND PLANS $^,Q0 

You can buy joysticks locally about anywhere in the U.S. and install them in 
about an hour on any polled keyboard OSI system. They will cost about $10.00 
apiece and take about an hour to install. We will also include a sheet on how 
to ms*e a simple pair of homade joysticks and do the whole job for about $2 a 
joystick on either Cl or C2. 

REVERSE VIDEO FOR THE ClP $3.00 

Detailed instructions on how to add switch selectable reverse video to a ClP 
or Superboard, Farts cost about $1,00 and it takes about an hour, 

DISSASSEMHLEn ROM LISTING ^.9^ 

We don't want to oversell this one. It is not - repeat, not - a commented or 
explained listing of the ROMs. It consists of the disassembler output of all the 
ROMs in a ROM BASIC QSI, It is simply a little handler and possibly cheaper to 
get a copy of ours rather than use 50 pages of printer paper and all that time to 
do it yourself. 
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*** DATA SHEETS 


CHEAP MODEM DATA SHEET $3.00 

Instructions on how to add Electronic System's $29.95 modem to a CIP, 
Includes advice on how to make minor modifications to the 600 hoard necessary 
to connect the modem. 

Cl TAPE COHTROL $3.00 

Put your tape recorder under software control. Includes instructions for 
hardware modifications, 


Cl BEEPER $3.00 

Add a software controlled Beeper to your Cl-rP. 

IMPLEMEMTIHG THE SECRET SOUHD PORT ON THE CIP $4.00 

Ever wonder how to get sound out of the "noise port" on the schematic? Here’s 
how to do it for about a dollar in parts and in about 30 minutes. Includes USR 
routines for implementation of Music. 

LIGHT PEK _ $4.00 

Instruction on how to build a light pen for your 031 computer. Includes 
software listing. 

CIP SOUND BOARD $6.00 

Plans for wire wrapping a sound board using the TI sound chip, plugs into 
the 40 pin expansion connector. Material cost about $15,00, a weekend project. 


G.T. COHVERSION $1.00 

Double the speed of your Cl with a switch and wire. Takes about 10 minutes, 
but may require the replacement of a couple of your slower memory chips. 

SAVING DATA OH TAPE $4.00 

Instruction for several methods of generating tape based files. 

ADAPTING THE BASE 2 PRINTER FOR THE CIP 7 sheets $4.00 


CHEAP MONITOR CONVERSION _ $3.00 

Convert the SANYO model 21T50 12" Black and White AC/I)C portable TV 
for direct video and sound. This conversion should take about 15 minutes 
and save a lot of money on direct video. 


DATA SHEETS FOR DISK USERS 


0S65D DISASSEMBLED AND COMMENTED LISTING $19-95 

This is not ^repeat* NOT, just a disassembled listings but an 83 page 
commented listing of the 65 D operating system. Includes source code. 

0S65U VI.2 DISK BASIC SYNOPSIS _ ^^^95 

An eleven page synopsis of OS65U disk BASIC including features, special 
characteristics, codes, disk commands, level HI commands, statements, math 
functions, system flags, PEEKs .and,POKEs, and much more, 

0S65D 10 FUNCTIONS _ ^9-95 

A detailed explaination of the DISK 10 functions for 65D. 


OS 65 D MANUAL SYNOPSIS 


-^5.95 


A mini-manual for the OS 65 Disk BASIC, contains all commands and procedures 
in compact form. Handy reference v*ile programming. proceaures 



MNtnr LOCATioNSHR'jrat'.^^c 


HS& 0 * 

0000 JIMP TO mm start C4C/74/Aa ) 

OOFB CASSmS/KETBOAED FLAG 

OOFC ^ DATA TEWPORAHT HOLD FOR MONITOR 

PAGE 1 

0100-0141 STACK 

0130 NMI VECTOR. NMI INTERRUPT CAUSES A JTBff TO THIS LOCATION 

OICO IRQ VECTOR 

PAGE 2 : 

0200 CURSOR POSITION 

0203 LOAD FLAG 

0204 SAVE FLAG 

0206 TCRT SIMULATOR BAUD RATE-VARIES FROM ' 0=FAST to FF=SLCW BAUD RATE 

0212 CONTROL C TFLAG* 

0218 INPUT VECTOR (CIP only) 

021A OUTPUT VECTOIF 

021C CONTROL C CHECK VECTOR 

021E LOAD VECTOR 

0220 SAVE VECTOR 

0222-O22FA *^tUNUSED** A NICE PLACE TO PUT USR ROUTINES 

PACffi 3 and up to end of RAM is BASIC worlc space. 

AOOO-BFFF BASIC IN ROM 

D000-D3BF VIDEO REFRESH MEMORY 

DFOO POLLED KEYBOARD 

FOOO-FOOl CASSETTE PORT ACIA (ClP) 

FSOOt^FFFF MONITOR EPRCM 

FCOO FLOPPY BOOTSTRAP 

FDOO KEYBQAED INPUT ROUTINE (SEE "INPUTTING WiSfOUT SCROIILS") 

FFOO BASIC IfO support 

USEFUL SUBROUTINES IN RCM 

A274 BASIC warm start *NOTE-FOR DISK BASIC WARM START IS 051A* 

BDIl BASIC cold start 

BF2D CRT simulator-prints character in Accumulator to screen offset by value in 0200 

FDOO Input character from keyboard result in A and in 0213 

FCBl Output character in A to cassette 
FEOO Entry to lAsnitor- 

FEOO Entry to Ifonitor -bypass stack initialization. 

FE93 Converts ASCII hex to binary-result in A.-80 if had value 
FF69 BASIC output 46 cassette routine-output4 one character to port and screen, 
outputs 10 nulls if character is a carriage return. 

FFBA BASIC input routine 

FF9B Control C routine 

FFOO Reset entry point 

SEMI FAST SCREEN CLEAR (WITHOUT THE USR FUNCTION) 

I hate to be bothered with the USR screen clear. I can't remember it off 
hand and I hate to take ti^e to look it up. Besides, it takes too much 
memory. This one is fast-lt clears the screen In less than 2.16 seconds- 
and easier to remember 

C2/4/8 CIP 

100F0RX=1T029:?;NEXT 100FORX=1T029:?:NEXT 

110F0RX=55168T05529?:P0KEX,32:NEXT 110F0RX=54174T054275 (54307 on some 

monitors):P0KEX,32:NEXT 



**** FREE UTILITY **** 

One of the first thin^ that most prograas need is to have a number of lines 
combined or eliminated to save space* Working with a strange program you got 
from someone else or wrote long ago yourself, there is a real problem making sure 
that the line is not addressed by a THEN or GOTO or GOSUB statement. This simple 
little utility will scan a program and print a list of all branched line numbers. 


63950 A:=769tX=PEEK( 127 KPEEK(128>*256-180 
63955 A=A-*i»B=PESK(A)ilF B<;»136AKDB-£r^l40 
ANDBi60ANDA<XTHEN63955 
63960 IFA-> XTHENSTOP 
63965 A=^A-tliB=PEEKU)»IFE=32THEN63965 
63970 IFB<r i4'70RB>57THEN?A$*’ I" |A$='*’" (GOTO 

63985 

63975 A$rA^CHR$CB)iG0T06396S 
63985 THEN 63965 

63990 GOTO 63955 


X=ending address of text 
REM 136 , 1 ^ 0 , 4165 ^' are tokens 
for GOTPiGOSUE & THEN 
Look for end 

Look for blank after GOTO* 
Print number 

ADD a digit to number found 
Look for ",*• - meaning 
ONGOTO 


**** INPUT WITHOUT SCROLLS **** 

Everyone has times he wants to input something without scrolling the 
screen. We usually use PEEKs of the keyboard - and still have to do so to run 
in real-time. However, if you are doing a stop and wait for input, use this 
routine* 10^^^ POKEll 0 ^iPOKE 12 f 253 *X=:USE(I) *P$=CKR$(PEEK(531)) • That will 
input one letter. If you want a number then F=^EEK(5J1)* If you want a word 
or aent©nce« add up the FEEKs with By using the print at statement 

elsewhere in this catalogs you can print the input to anywhere on the screen 
and seem to input mt any location. 


MAKING MACHINE CODE TAPES ***♦ 

"How do I make machine code tapes?" is one of the most eoimoii questions 
that people ask ue. I have bad news ** you don*t mke themt That is a slight 
exaggeration* but the fact is that OSI assumed that you would* of course* 
spend 15 minutes loading up the Assembler or Extended Monitor idienever you 
wanted to Sava or Load a machine code tape and they therefore* made almost no 
provision for doing it with the resident Monitor* 

To make a tap© that self-loads the way that the Assembler or Monitor 
does* requires the use of a second program called an Auto Loader. You load the 
Autoloader in with the program that you want to save and it generates a self¬ 
loading tape- Tou can reload the program without any other program being in 
the system. (dSI*s famous **iPtJSH L AND LOAD" format) 

OSI published an Autoloader in one of the old Jourimls* but it didn’t work 
very well. We have one for sale, in the Utilities section* or you can adapt 
one of the old KIM programs to do it* 

The other alternative is to turn the progrrai into a set of BASIC DATA 
statement© and have a BASIC program POKE it into memory* Both Sclmleder and 
Boyers used that method to write some of the programs in this catalog* If you 
are doing short routines* you can convert them by hand. If you are going to 
do extensive programming# I suggest Schnieders POKER MAKER* It takes a 
machine code program and automatically generates a tape of DATA statements 
that you use in a BASIC progrm. 
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PRINT a:& statement 

OSI has a great BASIC but the lack of a PRINT AT coiamand makes it 
difficult to print scores and names and similar i'^iems where you want them 
on the screen. You usually end up with a long series of POKE statements and 
^u have to divide the score up into individual digits to do even that. There 
is a simple solution. Add this subroutine to your program- 

5000FOHY=1T0LEN( D$): POKED+Y, ASC (MID${ D$, Y, 1)): NEXT: RETURN 

To POKE up any name^ word, or even sentence on the screen simply set the 
name equal to D$ and make D=equal the starting address on the screen, i.e 
3)a0D$=''WINNER IS":D=54J04j0:GOSUB5iaa0 

Scores should be done just a little differently. You start at the second 
digit because the BASIC thinks the sign is the first digit in the string and 
can set you over one space from ishere you planned. You may also ii^t to blank 
the digit after the string to allow for the possibility that the score may 
decrease (say from three to two digits). To use it you set the score equal to 
D$ and the final product looks like this- 

300D$=STR$( SCORE):D= 54040:QOSUB5000 
5000FORY=2TOLEM( D$):P0KEI>*'y, ASC( fnD$( D$, Y, 1)); NEXT 
5010POKED+Y,32:RETURN 

SOME POKES YOU SHOULD KNOW 

To aid in reading you may want to set the line length down to 32 on a C2 
or to 23 on a Cl. Unfortunately, if you set them down when you start up the 
system you will be unable to make tapes. Fortunattly. the line length Is 
stored in location 15. You can reset line length'by executing 
100POKE15,32 (or any other number down to as little as one) ^d then reset 
with 2(jft?POKE15,72 to record the program. 

If you find it annoying to reserve space-for user programs when you fire 
up the system (I always forget to do it when I am using the rapid screen 
clear) you can set the memory space by POKEing the high order digit (in HEX) 
into location I 34 and the low order digit into 133, For instance, the line 
10jBPOKE134 ,14 will reserve space for the screen clear without reseting the 
system. 

You can even make self starting BASIC programs if you are willing to do a 
few additional moments work when you make thq tape. The flag for LOAD Is in 
location 51‘5. A 1 POKEd into that location turns off the load mode. Therefor, 
to make a self start tape-as soon as the program finishes reading out to the 
tape and while the system is still in SAVE mode, type in P0KE51'?, 1:RUN 
That command will record on the tape and start the program automatically when 
it finishes loading. 

SAVE can be turned off in a similar manner by POKEing a 0 into location 5l7. 
EASY KEY DETECTION 

If you are doing a one player game, you can detect the control keys 
without either POKEing the keyboard or turning off the CONTROL C scan. The 
values for the shifts, rept, control, and esc keys are recorded continuouaiyin 
in location 57100. i.e. If you push the right shift, a 3 always appears in 
571GfiZ5. Tq see how it works try this program 
10PRINTPEEK( 571^): GOTOD? 

Then push the control keys one at a time. It is simple, fast, and allows 
you to keep the CONTROL C function to break the program.,. 


COVER ART BY TULLIO PRONI 
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***DISKVU UTILITY*** 


Have you ever wondered what is on your disk? Here is a way to look at 
any track without worrying about #9 ERRORS* The program will work on any 
OSI disk, but you will mot be able to see the entrie track on Cl and cS'a. 
The Cl's screen is too small and the C 8 *s disk tracks are too large. 

80" REM DISKVU UTILITY 
9<^ REM HIT SHIFT KEY TO SEE NEXT TRACK 
100 INPUT-START TRACK"lAiINPUT-END TRACK-lB 
116 FORX'ATOE 

120 XS-STR$(X)iX**RIGHT$(X$,LEN(X$)-1) 

130 ifx<i6thenx$=-6-«-x$ 

lk0 D^s-EXAM Dj2C^0="+X$ 

145 DISKl D$ 

150 IFPEEK(57^f88)=254j?ORPEEK(57;?88)=!lTHEN15iif 
I6j6 NEXTtGOTO1^0' 


***PEEK A PORT UTILITY*** 

Ever want to look at a tape without disturbing your program? This little 
goodie will do it! 

4 REM PEEK A PORT UTILITY 
8 REM C2/4/8 VALUES 
10 A^64512iB*A+1 

20 VAITA, 1«PRINTCHR$(PEEK(B))nGOTO101 
35 REM Cl VALUES 
40 A»61440 iB=A+1 

50 WAITA,1 1 PRINTCHRS(PEEK(B)) 11 GOTO50 


This is a TWO line program. C2/4/8 users enter lines 10 and 20. 
Cl users enter lines 40 and 50* 


LrcAi'e doubt, that we now feature programs from authors other than 

^self. Unlike some software houses, we do not promise instant riches Ho^va*. 
the commissions on a good game will pay for a printer and ut^itfea tTSr* 

six weeks. (Usually there are exceptions. ALIEN INVADER can in 
during a busy period and sat here unrun for over two months) 



Rodger Olsen, President 
Aardvark Technical Services 
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basics''SECRE l'^FtmCTIONS 

Toiff OSI has a couple of functions left over from the days when BASIC 
was trying to immitate FORTRAN. They are usually ignored In most 
manuals. 

■!^ iilll find an example of one of them in STARTREK-and that Is 
the only place I have seen it used. It is there because STARTREK was 
written iJi the early days and I suspect that no one later understood the 
lines enough to change them. As for as I know, the function has no name 
that has survived into modern times. The;form usually looks like thls- 
' . B=(A>X)+(A^Y) 

The part in ('■ ) retimis a*’l ‘ if the statement, is true and a / if 
it is false. The line above therefor reads loglcaily "B equals-1 if 
A is greater than X and /or one more if A is less than Y.”Th^ used If 
in TREK to set the numbers of Klingons and Bases. 

The 'NOT function is also a secret despite the fact that it is mentioned 
In the manuals. It is mostly used to detect and set flags. We used it 
extensively in Alien Invaders-Just for the Heck of It. 

The statements ' _i ' 

10i0IFNOTAFTHEN. ' 2l5l?IFAFrHEN 

Mean 

ljS9 If AFP-IOTEN._ 2^0 iFAf^OjfrHEN_ 

The NOT and the IF ' With, only a variable name after it test for sicple 
values of the variables. As it is a yes-nol test, it was designed and 
used primarily for flags. 


REMEJ^BER THE OTHER"AND** 

I know that most of you are aware of it, but some users had difficulty 
making sense out of the Keyboard polling routine In the OSI Graphics 
manual, and some users had a little difflcutly understanding the coding 
OSI used to read their Joysticks. The problem is that the programmer was 
using an arithraetic'and'ratherIthan the logical^and that we are all more 
used to. It tests to see if specified bits in the binarj^' representation of 
two or mare numbers are on. 

Example. Assume that you have PEEKed the Keyboard for an input f^’orn , 
joystick or keystroke and since more than one key or joystick switbh. 
could be closed (he could be moving and firing) you need to know if a 
specific switch was closed-lets say tEe column 16. Assume that you set 
the E-equal to the value PEEKed from the keyboard. YOU enclose the 
value you have and the value you want to test for in ( ). 

IF (P AND'16)=16THEN 

The (. ) will equal a 16 if the 16 bit is set on the origihal number 
(P) and/f otheiw/lse. To get a good understanding, you need to look at 
binary numbers and AND them together. Just remember that(A AND B)'gives 
a number which is Binary number given by all the hits that are set In 
both humbers. I would explain more, but that is enough confusion for one 
Tiiue. Later, we'll discuss actual programming of OSI joysticks. 


P= 48 
AND WITH 16 
RESULT 16 


01100000 

00100000 


wnnnr^o 
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